Norse Monsters 


Einherjar: 

These soldiers are the souls of fallen warriors that have proven themselves in battle. They are 
highly skilled and spend their time preparing for the end of the world. They spend almost all of 
their time eating, drinking, fighting, or sleeping, and rarely do other things. 

Einherjar Commander: 

These are the elite soldiers from battle. They may have been leaders or heroes among their 
people and are now leading the einherjar into battle. In addition to the normal activities of the 
einherar, they may pick up an additional hobby or skill. 

Einherjar Berserk: 

These soldiers are fallen warriors who have sworn vengeance against their enemies. Their 
deaths were often dishonorable and they often carried their hatred after death. They have 
forgone their shields in order to increase their damage. 

Einherjar General: 

Only the strongest warriors can become generals. These are often warriors from legends. They 
have the best training available and lead the armies of the einherjar. With their supreme skills, 
they are a force to be reckoned with on the battlefield. 

Valkyrie: 

These are the deciders of who becomes an einherjar. They select only the best warriors and 
provide them with unlimited food and ale. They are servants to their deity, odin, and will watch 
over the einherjar in battle. 


In battle, the einherjar fight as a tactical unit with a commander leading a squadron of soldiers. 
They do not set traps or attack sneakily and will throw everything they have at you with brute 
force. Commanders should lead the charge with many regular einherjar and a couple of 
berserks behind them. Generals should coordinate movement from the back while the 
occasional valkyrie stays in the back lines and guide the soldiers in battle with their spells. 


When faced with an enemy, they will usually send 2 einherjar as a scout or 4 einherjar and 1 
commander as a scouting party. A squadron usually consists of 1 commander and 6 einherjar; 1 
or 2 of those will be berserks. Valkyries will usually not venture far from their home and generals 
will only leave their home if they are launching a war campaign. The einherjar won't overwhelm 
a group with numbers unless that group is threatening their home. 


Einherjar 
Medium Humanoid, lawful neutral 


Armor Class 15 (Chain Shirt + Shield) 
Hit Points 53 (7d10+14) 


Speed 30’ 
STR DEX CON INT WIS CHA 
17(+3) 11(+0) 15(+2) 9(-1) 11(+0) 12(+1) 


Saving Throws Sir +5 Con +4 

Damage Resistances Cold 

Skills Athletics +5 

Senses passive Perception 10 

Languages Common 

Challenge 3 or 4 with a commander or general 


Brave. This creature has advantage on saving throws against being frightened. 


Training. This creature is trained as a soldier and can increase its combat effectiveness with 
allies and a commander. When near a commander or general, this creature may take the help 
action as a bonus action once per turn. If they use the help action, they cannot use a reaction. 
They cannot use this feature two turns in a row. 


Actions 
Multiattack. This creature makes two Great axe attacks. 


Greataxe. Melee Weapon Attack. +4 to hit, reach 5 ft. one target. Hit: 10 (1d12 + 3) slashing 
damage. 


Heavy Bow. Ranged Weapon Attack. +2 to hit, Range 75/300 ft., one target. Hit: 6 (1d10) 
piercing damage. 


Reactions 
Parry. This creature can raise its shield to gain +1 AC against a melee or ranged basic attack. 
To do so, the creature must be able to see the attacker. 


Einherjar Commander 
Medium Humanoid, lawful neutral 


Armor Class 16 (Chain Shirt + Shield) 
Hit Points 95 (10d10+40) 


Speed 30’ 
STR DEX CON INT WIS CHA 
21(+5) 14(+2) 18(+4) 11(+0) 13(+1) 16(+3) 


Saving Throws Sir+8 Con +7 Cha +6 
Damage Resistances Cold 

Skills Athletics +8, Intimidation +6 
Senses passive Perception 11 
Languages Common, Giant 

Challenge 6 


Brave. This creature has advantage on saving throws against being frightened. 


Commander. This creature has the ability to command local einherjar. When this creature is 
within 60 feet of any einherjar, their fighting improves. All einherjar in the area gain +1 AC and 
+1 to hit. This creature cannot benefit from this and this bonus does not stack with itself. 


Actions 
Multiattack. This creature makes two Great axe attacks. 


Greataxe. Melee Weapon Attack. +8 to hit, reach 5 ft. one target. Hit: 18 (2d12 + 5) slashing 
damage. 


Heavy Bow. Ranged Weapon Attack. +5 to hit, Range 75/300 ft., one target. Hit: 9 (1d12 + 2) 
piercing damage. 


Leadership. This creature shouts out a rallying war cry to its fellow allies. Each allied creature 
in the area gain a +2 to hit and +2 damage to all attacks until the end of their next turn. This 
creature cannot gain this benefit. This action recharges after a short or long rest. 


Reactions 
Parry. This creature can raise its shield to gain +2 AC against a melee or ranged basic attack. 
To do so, the creature must be able to see the attacker. 


Einherjar Berserk 
Medium Humanoid, lawful neutral 


Armor Class 13 (Chain Shirt) 
Hit Points 43 (5d10+15) 


Speed 30’ 
STR DEX CON INT WIS CHA 
22(+6) 10(+0) 16(+3) 8(-1) 10(+0) 12(+1) 


Saving Throws Sitr+8 Con +5 

Damage Resistances Cold 

Skills Athletics +8 

Senses passive Perception 10 

Languages Common 

Challenge 3 or 4 with a commander or general 


Brave. This creature has advantage on saving throws against being frightened. 


Training. This creature is trained as a soldier and can increase its combat effectiveness with 
allies and a commander. While near a commander or general, this creature may make four 
melee attacks instead of three when using multiattack. They may also use reckless three times 
per short rest before they gain exhaustion. 


Actions 
Multiattack. This creature makes three great axe attacks. 


Greataxe. Melee Weapon Attack. +9 to hit, reach 5 ft. one target. Hit: 13 (1d12 + 6) slashing 
damage. 


Reckless. At the start of its turn, the berserker can gain advantage on all melee weapon attack 
rolls during that turn, but attack rolls against it have advantage until the start of its next turn. This 
creature can use this feature as much they want. However, if they use it more than two times 
per short rest or use it two turns in a row, they gain one level of exhaustion. 


Einherjar General 
Large Humanoid, lawful neutral 


Armor Class 17 (Chain Mail + Shield) 
Hit Points 122 (12d10+60) 


Speed 30’ 
STR DEX CON INT WIS CHA 
24(+7) 15(+2) 20(+5) 14(+2) 16(+3) 19(+4) 


Saving Throws Sir +11 Con +9 Cha +8 
Damage Resistances Cold 

Skills Athletics +11, Intimidation +9 
Senses passive Perception 13 
Languages Common, Giant 

Challenge 9 


Brave. This creature has advantage on saving throws against being frightened. 


General. This creature has the ability to command local einherjar. When this creature is within 
60 feet of any einherjar, their fighting improves. All einherjar in the area gain +2 AC and +2 to 
hit. This creature cannot benefit from this. This benefit cannot stack with itself and overrides 
commander bonus. 


Actions 
Multiattack. This creature makes two Great axe attacks. 


Greataxe. Melee Weapon Attack. +11 to hit, reach 5 ft. one target. Hit: 20 (2d12 + 7) slashing 
damage. 


Heavy Bow. Ranged Weapon Attack. +6 to hit, Range 75/300 ft., one target. Hit: 19 (3d10 + 2) 
piercing damage. 


Leadership. This creature shouts out a rallying war cry to its fellow allies. Each allied creature 
in the area gain a +2 to hit and +2 damage to all attacks until the end of their next turn. This 
creature cannot gain this benefit. This creature can use this feature three times per short or long 
rest. 


Reactions 
Supreme Parry. This creature can raise its shield to gain +3 AC against a melee or ranged 
basic attack. To do so, the creature must be able to see the attacker. If the attack misses, this 
creature can use an attack of opportunity against the target as a part of the same reaction. 


Valkyrie 
Medium Humanoid, lawful neutral 


Armor Class 15 (Leather + Shield) 
Hit Points 59 (9d10+9) 


Speed 30’ 
STR DEX CON INT WIS CHA 
11(+0) 14(+2) 12(+1) 16(+3) 20(+5) 11(+0) 


Saving Throws Int+6 Wis +8 

Damage Resistances Cold 

Skills Arcana+6, Animal Handling +8, Insight +8, Religion +6 
Senses passive Perception 15 

Languages Common, Celestial 

Challenge 5 


Spellcasting. The valkyrie is a 7th-level spellcaster. Its spellcasting ability is Wisdom (spell 
save DC 16, +8 to hit with spell attacks). The valkyrie has the following cleric spells prepared: 
Cantrips (at will): Guidance, Light, Sacred Flame, Spare the Dying 

1st level (4 slots): Bless, Cure Wounds, Purify Food and Drink, Sanctuary 

2nd level (3 slots): Aid, Prayer of Healing, Guardian of Faith 

3rd level (3 slots): Beacon of Hope, Create Food and Water, Revivify 

Ath level (1 slot): Divination 


Spiritual Weapon. This creature’s devotion allows it to maintain a spiritual weapon indefinitely 

without using a spell slot. This creature is proficient with this weapon. This weapon takes the 

form of a spear and gains the following benefits while not incapacitated: 

e This creature cannot be disarmed 

e When thrown the spear will return to this creature after it either hits its target or achieves its 
maximum range 

e When incapacitated, the spear will vanish. This creature must perform a ten minute ritual 
praising their deity in order to receive another one 


Actions 
Melee Spear. Melee Weapon Attack. +8 to hit, reach 5 ft. one target. Hit: 19 (2d10+8) piercing 
damage and 4 (1d6) radiant damage. 


Thrown Spear. Ranged Weapon Attack. +8 to hit, 30/120 ft., one target. Hit: 17 (2d8+8) 
piercing damage and 4 (1d6) radiant damage. 


https://docs.google.com/document/d/1vxlOC-magj6bpgeVCQFaW4N_S6nUNfNfHuafisYYdVTQ/ 
edit?usp=sharing (this document) 


